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PROGRAM CONTENT 

SPELLING GAMES are designed to motivate students to 
spend time practicing their spelling skills. These games are 
available on three levels: 

LUCKY 7 SPELLING GAMES — ELEMENTARY contains 
word lists appropriate for students in grades three 
through six. 

LUCKY 7 SPELLING GAMES — INTERMEDIATE contains 
word lists appropriate for students in grades six through 
ten. 

LUCKY 7 SPELLING GAMES - ADVANCED — contains 
word lists appropriate for high school students and 
adults. 

Program Components: The complete program consists of two 
disks. The first disk contains the Spelling Games; the second 
disk is a Utilities Disk containing several programs for editing 
and creating new vocabulary files for use in the games. 

Error Handling: These programs have been tested with 
students working both on their own and under supervision in 
the computer laboratory. Each program contains error traps 
for every conceivable student input error. In the unlikely event 
a student should make an input error that has not been antici¬ 
pated, there are error handling routines in the programs so 
that a student can always get back to the program or leave the 
program cleanly without any difficulty. 

STARTING THE PROGRAM 

1. Insert the disk into the disk drive and close the disk drive 
door. If you are using an Apple lie or lie, make sure the 
CAPS LOCK is down. 

2. Turn on the monitor and the computer. The introductory 
program will now load and run automatically. 

3. The Intellectual Software screen will appear and then auto¬ 
matically change to a screen describing the program. Press 
RETURN to continue. 

4. When the next screen appears, press RETURN again to see 
the main menu. Type the number of the game you would 
like to play. 
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SPELLING GAMES DESCRIPTION 

DICTIONARY: This is a game for two players. The computer 
randomly selects a misspelled word from the file and displays 
it on the screen. The first player types in the correct spelling. If 
a player is unable to answer correctly, his/her opponent gets a 
chance to answer for bonus points. If the second player 
misses, the correct answer is displayed and another word is 
selected. The players may quit the game at any time, but the 
game is automatically terminated when all words in the file 
have been spelled correctly. 

HANGMAN: This is a game for two players and is the same 
game that is so familiar to students. The computer selects a 
word from the file and then displays a gallows and one dash 
for each letter in the word. The player guesses either individual 
letters or the entire word. Each time the player guesses incor¬ 
rectly, another part of the body is displayed until the player is 
“hanged.” The player continues to guess letters until he or she 
misses. Then the other player may guess. The player who 
guesses the last letter or the entire word wins the game. 

SCRAMBLED EGGS: This game is for two players. A word is 
selected from the file and the letters are scrambled. The 
scrambled word is displayed on the screen and the player is 
asked to unscramble it. The player receives one point for each 
letter in the word. If a player is unable to unscramble the word, 
his or her opponent gets a chance at it for bonus points. 

SPELLING BEE: This game is also for two players. The com¬ 
puter selects a word at random, displays it for a few seconds 
(the actual length of time being determined by the length of 
the word), and then the player must type in the word correctly. 
The player gets one point for each letter in the word, but each 
time the player makes a mistake one point is subtracted from 
this number. As soon as the number of mistakes equals the 
number of letters in the word, the player forfeits his or her turn. 

SUPERGUESS: This game is for two players. Each player is 
given a letter and is asked to give a word containing that letter. 
If the player cannot think of a word containing the displayed 
letter, he or she may select a different letter. This may be done 
only three times, after which the player loses his or her turn. A 
player may type in words which are not in the computer (either 
misspellings or correct words that are not in the selected file) 
up to three times without losing his or her turn. 
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This game may be played using any of the usual vocabulary 
files, or the special Supergame File containing words from all 
the files may be used. 

TICTAC-TOE: This game is probably familiar to all students. 
The computer displays a 3X3 grid with the squares numbered 
from 1 to 9. The object of the game is to get three “X’s” or three 
“O’s” in a row either vertically, horizontally or diagonally. Two 
players take turns selecting a numbered square and then plac¬ 
ing an “X” or “0” in the square by correctly answering a ques¬ 
tion. 

The computer randomly picks a word from the selected file 
and prints it with blanks in place of about one-third of the let¬ 
ters. The player who is “up” has to type in the missing letters. 
Each time the player types in a letter, he or she is allowed two 
chances at the letter. If the second guess is incorrect, the 
player loses his or her turn. 

WORDSEARCH: This game is for two players. The computer 
chooses words from the selected file and prints them in a grid 
on the screen and then fills in the unoccupied spaces with ran¬ 
dom letters. The player is to find words in the grid; they may be 
either vertical or horizontal. The player gets one point for each 
letter in the word if the word typed is in the grid; if the player 
types a word not in the grid, five points are subtracted from the 
score. (The score will never go below zero.) The computer 
prints a different game each time it is run; for this reason, the 
student must wait about a minute while the computer sets up 
the game. 

GAME UTILITIES DISK 

This disk enables the teacher to create, add to, or edit 
vocabulary lists used with the seven games. These lists may 
be stored on the Game Utilities Disk or they may be stored on a 
separate disk (without the program for creating and editing) 
available from Intellectual Software for $15.00 each. The 
Utilities Disk can hold about 50 files; a separate disk will hold 
about 75 files. In both cases, the exact number will be deter¬ 
mined by the length of the lists. Each file may contain up to 90 
words. 
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Starting the Utilities Disk 

1. Insert the disk and turn on the computer. 

2. Type KIE 1887 when asked to enter the access word. 

3. Hit RETURN. 

4. The following options menu will appear. 

OPTIONS AVAILABLE 

< 1 > ADD TO SUPERGUESS FILE 
<2> ADD TO VOCABULARY FILE 
<3> CREATE VOCABULARY FILE 
<4> EDIT VOCABULARY FILE 
<5> VIEW VOCABULARY FILE 

5. Enter the number of the desired option and follow the direc¬ 
tions below and on the screen. 

ADDING TO VOCABULARY FILES 

After selecting your file, type in the misspelled and correctly 
spelled words as the computer asks for them. After you enter 
each word, the computer will check to be sure that the word is 
not already in the file. For the short files this takes a second or 
less, but the Superguess file takes a little longer. When enter¬ 
ing Superguess file words, you will be prompted to type one 
word for each entry. When entering words for the shorter files, 
you will be prompted to enter a “stimulus” word and two 
“response” words. Type in the misspelled word for the 
“stimulus” and the correct spelling for each of the “response” 
prompts. 

CREATING VOCABULARY FILES 

The process for putting words into a new file is the same as for 
adding to old files. The only difference is that you must give 
your new file a name after entering the words. The name must 
begin with a letter, may be no longer than 20 characters, and 
may not contain any commas. Follow the directions on the 
screen and type in the file name when prompted. The com¬ 
puter will check to see if there already is a file by that name. If 
there is, you will be given the option of either renaming the ti¬ 
tle or overwriting it. 
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EDITING VOCABULARY FILES 


After selecting the file you wish to edit, examine the words as 
they appear on the screen. If you see a word you wish to edit, 
press the <ESC> key and type the corrected version. Please 
note that you must type all three words (the misspelled 
stimulus word and the two identical correctly spelled 
response words) even though you may wish to correct only one 
of them. 

VIEWING VOCABULARY FILES 

If you wish to examine the contents of a Vocabulary File, you 
only need to specify which file it is. The computer will load the 
file and display it for you. If the file is too long to be displayed 
on one screen, simply hit < RETURN > to see the rest of the 
words in the file. 


SUPPORT 

If you have any questions or problems, call Queue, Inc. at 1-800-232- 
2224 (in Connecticut, Alaska and Canada call 203-335-0908). Defec¬ 
tive disks will be replaced free of charge up to 90 days after invoice 
date. Disks damaged after 90 days may be replaced at $10.00 per disk. 
Mail the damaged disk and appropriate payment to Queue at 338 
Commerce Drive, Fairfield, CT 06430, for a prompt replacement. 

Backup disks are available for $10.00 per disk. Customers are limited 
to one backup disk for each disk purchased. Backup disks are for 
archival purposes only. 

Never expose any computer software to excessive heat or cold. Do not 
leave your software near a strong magnetic field such as might be 
produced by an electric appliance, stereo, or speaker magnet. Always 
place your software in its sleeve when you are not using it. This will 
protect it from dust and finger prints. Finally, never touch the exposed 
parts of the disk which are visible through the holes in the disk cover. 
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